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Subject Area: 


Topic: 


Grade Level: 


Computer Language: 


Abstract: 


POLSYS 


TEACHER MATERIAL 


Government 


Public policy-making 


i= 12 


BASIC 


In this simulation, you will be duplicating 
the processes which individuals and groups 
undergo when they attempt to influence City 
Hall. To most of us, local government is a 
strange institution whose processes are dif- 
ficult to understand. Often, quite unexpec- 
tedly, new policies are announced which change 
our lives, alter our relationships, and even 
threaten our existence. This exercise is an 
attempt to identify the processes of the 
political system which we call democratic 
government. 


POLSYS 
TEACHER INSTRUCTIONS 


How the Game is Played 


The Student Instructions describe in step-by-step detail how the game 

is played. Here we shall explain a few areas that are of particular 
concern to the teacher. Clearly the greatest educational value will come 
from the class discussion periods. The computer simulation is designed 
to dramatize and to focus these discussions. If at any point it appears 
that more is to be gained by moving in a direction different from the one : 
suggested, you should, of course, follow your own good judgement. 





. Role Assignments 


Role assignments can be made in a variety of ways. We do suggest, how- 

ever, that the total resource units of each side should not be too different, 
and that students should definitely play their roles throughout the sim- 
ulation. (A listing of roles can be found in the Resource Materials.) 


Issue Orientation 


Winning or losing the game is dependent upon using the most appropriate 

strategy which is, in turn, based upon issue orientation. The police at 
review board issue is, we feel, publicity-oriented (#1) in the first 

round and support-oriented (#2) in the remaining rounds. By this we 

mean that the nature of the proposal is such that it will take publicity 

to get the City Council to agree to consider it. To pass it, however, 

will require widespread community support. 


Issue orientation is entirely under the control of the teacher. If 

after any of the class discussion periods you feel that the issue 
orientation should be different for that round, merely type in a different 
number (1 for publicity, 2 for support, or 3 for knowledge) and the computer 
will react accordingly. Obviously, the students should not be told the 
issue orientation until the simulation is completed. However, a good 

deal of discussion should te on this question of how citizens influence 
their government and how the nature of the issue affects their approach. 





Resource Units 


For the first round these are the total resource units of all students on 
a side. For the second and third rounds they are the unused units re- 


maining at the end of the previous round. If a fourth round is necessary, 
the units will be the same as at the beginning of the third round. 


Conversion of Units 


Clearly, one type of resource unit is related to another. Support may 

be turned into publicity, as in the case of a demonstration; knowledge, 

in the form of leaflets being distributed on a street corner, may generate 
support; a press conference to publicize an issue may bring new know- 
ledge to the viewers, and so on. Because of the relationships between 
different types of resource units, we have introduced the following | 
conversion relationship: 


1 KU = 5 SU = 10 PBU 


Therefore, units from different categories are not equivalent, and re- 
sources from different categories must be converted into comparable units 
before being put into the computer;to facilitate this, we have listed 

the conversion factors for each category on the Group Strategy Sheets. 

It is the CONVERTED NUMBER of resource units from each category that you 
enter into the computer, not the original number of resource units. (See 
Sample Group Strategy Sheets.) 


NOTE: The conversion relationship we are using was adopted after much 
consideration, but it constitutes only one of many possible alternatives. 
You may prefer to use a different relationship. 


Winning Strategy 


Clearly, there are nine catagories in which each team can use its re- 
source units against the opposition team. Of these nine, for any given 
issue orientation, five are significant. A publicity-oriented issue 
would be concerned with the five catagories in which either team uses 
publicity resource units as shown below: 


TEAM 2 
PBU SU KU 
ee : 
OME cet Bs 468 eee 
SU ce. 

TEAM 1 i 

KU Xj 

: 





A support-oriented issue would be concerned with the five categories in 
which either team uses support resource units: 


TEAM 2 


PBU SU KU 


PBU 


TEAM 1 SU 


KU 





And a knowledge-oriented issue would involve the five categories in which 
either team could use knowledge resources: 


TEAM 2 


PBU SU. KU 


PBU 


TEAM 1 SU 


KU 





If a round is publicity-oriented, team 1's publicity units used in its 
PBU X PBU, PBU X SU, and PBU X KU categories are used against team 2's 
publicity units in’ its PBU X PBU category, team 2's support units in its 
SU X PBU category, and team 2's knowledge units in its KU X PBU category, 
respectively. The computer is programmed to convert resources to the same 
units and to compare them in each of the five significant catagories. On 
the basis of these comparisons the computer (the City Council) will output 
a decision for each round. 


As you will see, the burden of winning a round falls upon the Pro Side 
(Team 1). In Round 1 the Pro Side must win in at least one of the 

five significant categories, or the City Council (the computer) will not 
accept the proposal for consideration and the round will have to be 
replayed. In rounds 2 and 3 the Pro Side must win in more of the sig- 








nificant categories than the Con Side to obtain a favorable decision from 
the City Council; if there is a tie, the printout will indicate that the Con 
Side has won that round. 


We feel that this is a realistic representation of social and political 
inertia. It requires considerably more effort to change public policy 
than to preserve the status quo. 


9 The Use of the Computer 


Some day, hopefully in the not-too-distant future, every high school 
classroom will have a computer terminal continually available to teachers 
to expand and enrich class activities. Clearly, this is not the case 
today. In fact, we know of no social studies classroom so equipped. In 
designing POLSYS we have taken this condition into account. The sug- 
gested procedure for playing the game is organized so that the computer 
need be used only between periods. For instance, the student teams 

in a first-period class hand in their official Group Strategy Sheets 

at the end of the period. You then have the rest of the day to enter the 
data into the computer and get the printout. (Or have someone else do this 
for you.) The results are then presented to the class at the beginning 
of the period the next day. If, however, it becomes possible to have 

a terminal available during the class period, you will probably 

want to alter the suggested procedure that we have described above. 


_— Group Strategy Sheets 


The students may need some assistance in filling out the Group Strategy 
Sheets, especially for the first round. If you will look at the copies 
below, we'll explain how they should be used. (You may want to give some 
practice copies out to your students, to let them experiment and jot down 
ideas.) Before giving the official Group Strategy Sheet to each team, you 
should circle the number of the round and the team designation, PRO or CON. 
Resource units at the beginning of the round should be filled in. 


The teams must decide how many resource units they want to use this first 
round to influence the City Council. The publicity resource units are 
divided into those that are to be used against the other teams publicity-- 
television commercial against newspaper ads; those that are to be used 
against the other teams support units--newspaper editorials to convert 
the opposition; those that are to be used against the other teams know- 
. ledge units--such as a newspaper campaign to discredit the opinions of 
an authority in the field. For each of these three catagories in which 
a team wants to use publicity resource units it must give a brief but 
realistic illustration on the Group Strategy Sheet. If the team fails to 
do so or gives an inadequate example, you should disallow the resource 
units and not enter them into the computer. 





Since our purpose is to get the students to think creatively about in- 
fluencing local government, we recommend restraint in disallowing examples. 


GROUP STRATEGY SHEET 


RouNo dp) ee Se PROPOSAL : _PoLice REVIEW B80ARD TEAM: CON. 
(circte one) (cirReLE one) 


TOTAL RESOURCE UNITS; PUBLICITY G20 ; suppoRT Y¥{ZS_, KNOWLEDGE Ad , QUALITY pornts ©) a 


(AT BEGINNING OF THIS ROUND) 
COMPUTER EXAMPLES OF RESOURCE USE 


PUBLICITY FOR ROUND _/00D INPUTS 
Teams should be prepared to give a full explanation of each of ese examples.) 


PUBLICITY X& PUBLICITY £0 * 1 20_ ties igi Pal aaa I mm 
X SUPPORT ® .2 /O | | 
ee mS Kootler COMLQA 1 YO jO1n 101 2299'S March O77 C. hall 
‘ 
FEN EOE et | Bene! makriew wr h Lmvenss f protessors on TV. 








SUPPORT FOR ROUND _/.6.5 












SUPPORT X PUBLICITY © *5 © __ 
X SUPPORT O14 SO 2 A. o 
ees Lenonstraton at &ty hah - Conbrontaten with pol 
x hunts | 7S SLLS hn ealen> Pama eee BOUNDS (538 







KNOWLEDGE FOR ROUND /S 
KNOWLEDGE x PuaLicity © * 10 _O 


X SUPPORT = ee FRE arprigc photos ot pelree.brutalh, prestnted at commun; 
X KNOWLEDGE 47 * 1 10 | cuess of orher boards Grd crue Stahste redistetio2s 
OD Qk pUOlC Hm oo 


EXPLAIN: STRATEGY: 


ttrack Con's. suppor pkasbled¢y far pore os TO 
RAUCE sexpert And ds ewedit 17 tormation wad Sta hiAen 


TOTAL RESOURCE UNITS AT THE ENO OF THIS ROUND: PusLic:ty CAO, support 3/O , KNOWLEDGE .S 7, 
QUALITY PoINTs — “ZO 


























ee 
GROUP STRATE3Y SHEET 
ROUND 1) 2 3 4 PROPOSAL : PoLICE REVIEW 80aRD TEAM: PRO 
(circle one) (ciRcLe one 
TOTAL RESOURCE UNITS: PuaLicity &7O | support S2O__, xnowLevce OF , QUALITY PoInTS © 
(AT SEGINNING OF THIS ROUND) 
COMPUTER EXAMPLES OF RESOURCE USE 
PUBLICITY FOR ROUND /7O INPUTS 
90 Go Teams should be prepared to give a full explanation of each of these examples.) 
 PUSLICIT o 
PUBLICITY X PusLiciTty FO *% 70 VY Special on Crime ip Strters 
X SUPFORT _SO* .2_/0 
— | PA. ad for ral 
X KNOWLEDGE SO * .1 _S$ 
ZV irervew wr Ce Cfiét -ntormaton about crim 
SUPPORT FOR ROUND /2O 
SUPPORT X PUBLICITY’_G@O_ *5 300 aad SNS REE te soo eee 
ie Rally with neospaper ana JV tovwage 
X SUPPORT gO *4 ; 
ew, ? more folie groXetlton posse v2 2000 pcogh 
X KNOMLEDGE O * 65 / . ° 
aay —— | heohone tanpusy 67 polhew % S0edacare”s 
KNOWLEOGE FOR ROUND 3/ 
NOWLEDGE X PusLiciTy /O * 10/00 7 
valtegthas Cine. takes adounsed 7 fA neos papi ads | 
x suPPORT _/6 * 2 32 , | 
—— | Kecord OF aHWQACKS On SOhEO | 
X KNOWLEDGE 5 * 4 oS” , = { 
Se RL re or orAcr COolce Tenew boards 
EXPLAIN STRATEGY: ; 
fiibst 41a SESOUICES 4 CULYY AM FO ripen \ 
7s °0L05A/ ¥rEru CO mit LEPC Cty COUNK«/ — 


TOTAL RESOURCE UNITS AT THE ENO OF THIS ROUND: puaicity @ support %VO KNOWLEDGE >, 


QUALITY POINTS —~+% ¥O 


o > iP 


The examples given on the copy above are little more than suggestions of 
actions that might be taken; this is really all that should be expected 
of the students. We want to encourage the discussion and understanding 
that precede the writing down of examples of resource use, not 
skill in writing brief examples. 


In the above copy, the Pro Team has decided to use 100 of its 920 

units in this round and distribute 20 against the opposition's publicity, 
50 against its support, and 30 against its knowledge. As you can see 
the 50 publicity units used against (X) the opposition's support units 
are converted to 10 comparable units by multiplying (*) by two tenths 
(.2) and the 30 units used against (X) the knowledge units are converted 
by multiplying by one tenth (.1). It is these converted numbers (20, 
10, and 3) that are inputted into the computer. The same procedure is 
followed for the support and knowledge units. 


Sample Runs 


We have included two sample runs to illustrate the computer procedure. 
Round 1 of Run 1 was played using the Group Strategy sheets on page 7. 
The issue orientation for Run 1 is the one we have suggested in the case 
of the police review board: Publicity (#1) for Round 1 and support 

(#2) for the remaining rounds. Run 2 has an issue orientation of know- 
ledge (#3) throughout. Both runs have been annotated with explanations 
wherever we felt questions might arise. 
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Issue Orientation-The issue number for the appro- 
priate orientation must be entered each round. 

In this run, the issue orientation for Round 1 is 
publicity (#1). 


BVTER LoSsuE NUMona 2? 1 
ENTEa stOUND? 1 







TEAM 1 CrkKO) 
TOTAL RESeS PUBLICITY CP BU) » 5Urr Oar C50) sANOWLEDGZCAUI? 9YeA024659 Ie 


This is the way that total resources must be entered at the 
beginning of the first round, and in subsequent rounds if 





play has been discontinued. 





TEAM 2 (CON) | 
TOTAL RESe$PUBLICITY(PBU) » SUPPORT (SU) sKNOWLEDGE( KU)? &7U252U564 


TEAM 1 CrnO) 
REMAINING RESOURCES Cr BUs5UsKU) 
920 465 #£=Te 






PBU RESe TO BE USED? 100 
Here you enter the publicity units that Team 


PBU X PBU 2 20 1 has chosen to use in the first round. 
PBU X SU? 10 Remember that for each subcat: gory (PBU X 
SRU A. KU? 3 SU, etc.) you use the converted units 


(20, a0, 3), 
SU HES: TOBE USED? 1355 

St) A. FP B8-t 8 

Sly - A <SU t-. a 

SUA . BG TR STe5 





KU RESe TO BE USED? 15 


Mit KS PRU 4 .U:- 
itm oe 4D 
x Ri P80 


TEAM 2 CCON)D 
REMAINING wESOURUES CPBUs SUsKU) 
Soi ¢ Seu o4 

PBU nBESe TO BE USED? 190 
PU oa BU feu 

PSG: & “SU Foe 

PES A KOS 

St? HES« FO DBE Use? t2vU 
Sa <A SE 2. aw 

St a a Tee 

me oS A eS 

KD ee see £0 BE USED? 
Kao A> PBU- 7. 100 

Re A Sy tS 

Bae A RG FOS 






Decision for Round 1- It is fairly easy 
to get a proposal considered. The City 
Council will agree to consider a pro- 
posal whenever Team 1, the Pro team, 
wins in any one of the five significant 
categories. 


These numbers are from Team 2's 
Group Strategy Sheet above. 





CilfTY COUNCIL CAN'T ACCEPT PROPOSALe TRY ANOTHER STRATEGY 


xEMAIN IN OUND 1 
STRATEGY QUALITY POINTS=-490 
ANOTHER RUNCYES=1s,NO=0)? 1 


ENTEX ISSUE NUMBEit 7? 1 
ENTEis mOUND? 1 





TEAM 1 (P.O) : 
HEMAINING RESOURCES CPBUsSUs KU) 
$20 310. 57 

P3U HESe TO BE USED? 22u 

PRL <k PRU. 2 SU 

PRU xX,-4U.7. 14 

ror-x®% res -?-- 0 

SU HES-e TO BE USED? 150 


wig de BSF S30 
DU “4 SW 2-80) 
ie” ASS A FF 2S 


KU HESe TO BE USED? 30 


Replaying Round 1- Because Team 1 has failed to win in 
any of the categories, the computer has directed the 
teams to play Round 1 a second time. Round 1 can be 
played over and over again until Team 1 gets the City 
Council to agree to consider the proposal or until 

it runs out of resource units. 





Strategy Quality Points- The computer arrives 


at this number by calculating how much each of the 
five categories was won by. The negative number 
(-490) indicates that Team 2 (Con) has quanti- 
tatively done better than Team 1. A positive 
number would indicate that Team 1 is ahead 
quantitatively. The Strategy Quality Points be- 
come crucial in the third round. 
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TEAM 2 CCON) 
KEMAINING RESOURCES CPBUs 5SUs KU) 
650 AUV 53 


PBU RESe TO BE USED? 250 


PBU A PBU ? 10U 
PBU A SU ? 20 
PBU xX KU? 5 


SU RESe TO BE USED? 170 


SU X PBU ? 250 
oy Xx - $u 2-20 é 
Sx RO 7 SO 3 


KU RESe TO BE USED? 23 : 


KU A FPBU 7-130 
BU A SU FiO 
“ue A. KU SS 


CiTy COUNCIL WILL CONSIDER DEMAND. ~~ 
PROCEED TO ROUND 2 

STRATEGY QUALITY POINTS=-6vU 
ANOTHER RUNCYES=15,NO=0)? U 
RESe GROUP 1 RESe GROUP 2 
600: 160 27 430 230 30 
END OF ROUND 1 


This time Team 1 won in at least 1 of the five 


significant categories and the game moves to 
Round 2. 








Since the second and subsequent rounds will be played 
on different days, it will be necessary to input the 
remaining resource units at the beginning of each of 
these rounds. (The issue number, round number, and 
Strategy Quality Points must always be entered at the 
beginning of a round, whether play is continuous or not.) 


ee se eee The Issue Orientation for Round 2 and for a 
ENTER ISSUE NUMBER ? e the remaining rounds, is support (#2). 


ENTER nOUND? 2 
INPUT PREVIOUS STRATEGY QUALITY POINTS? -6v0 







TEAM 1 CPRO) 
TOTAL RESesPUBLICITYCPBU) »s SUPPORTCSU) » KNOWLEDGEC KU)? 600160527. 
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TEAM 2 CCOND) 
TOTAL nESes PUBLICITY CPBU) » SUrrP ORTCOSU) s KNOWLEDGECKUI? 4303230 » 30 


TEAM 1 CrROD 
© REMAINING RESOUKCES (PBU»sSUsKU) 
| 600 160 27 


. PBU RESe TO BE USED? 275 
PBU A PBU ? 25 
PBU A SU ? 4v 
PBU A KU? 5 
SU RES» 40 BE USED? 6U 
SU A PBU ? 75 
i: Me Gee eee ee 
Suk RE 7 BO 
KU HS-e TO BE USED? 14 
KO: A« PBN 7:0 
er BX BUF 2s 
Ko 4 KYO TU 


TEAM 2 CCON)D 
REMAINING RESOURCES CPBUs SUs KU) 
430 230 30 


7 PBU RESe TO BE USED? 200 
+ PRU A FBU 7. 20 
® rou 6A. CSU? 9 

rou A. 4U 7 ¢ 


2U RESe TO BE USED? 120 
70 A: FEU 2 350 
au m6 OU CE SO 
ee OR aS 
KU RESe 40 BE USED? 10 
AGA. Pet Sy 
ay A a 2D 
KG A 49 7-2 
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THE CITY COUNCIL 1s CONSIDERING THE PHOrPOSaL UNFAVORABLY.- 
PROCEED TO-HKOUND 3 


STRATEGY QUALITY POINTS=-100 Decision for Round 2-The printout that the 
ANOTHER RUNCYES=15NO=0)? U City Council is considering the proposal un- 
RESe GROUP 1 KEOe GROUP 2 favorably shows that Team 1 has failed to w 
325 80 13 230 110 2v in more significant categories than Team 2. — 


END OF ROUND @ The negative Strategy Quality Points (-100) 
indicates that, at this point, Team 2 is 
also doing better quantitatively. 





ENTER ISSUE NUMBEK ? 2 e 
ENTER ROUND? 3 
INPUT PREVIOUS STRATEGY QUALITY POINTS? -100 


TEAM 1 CrPRO) 
TOTAL RESes PUBLICITY CPBU) » SUPPORTCSU) s KNOWLEDGECKUI? 325250513 


Remaining Resource Units- Each team should use all of its re- 
maining resource units in Round 3. Even if a fourth 


round is required, the teams will get back all the resources 
they used in Round 3s 


_— 
-- 





TEAM 2 (CON) 
TOVAL KES e3PUBLICITY(PBU)»SUPPORTCSU) > KNOWLEDGEC KU)? 2305110520 


TEAM 1 (PHO) 
REMAINING RESOURCES CPBUs5Us KU) 
sa SOC GS 

PBU RES-e TO BE USED? 325 


Pe. A. By. 2 -SS 
¥5U A 5SU ¢ 60 





Pag x: xu 2° 

SU RES» TO BE USED? &O 

ot x PRU 2 200 

mx “Sys 30 

SU Xx KU 2 

KU RESe TO BE USED? 13 7 
x0: 2 << PBU 7 0 

Hx See Bs 

mi -t S836 


13 


oF 


TEAM 2 CCON) | 
MEMAINING RESOURCES (CPBUsSUsKU) ~ 
e335 - 116°: a 


PBU RESe TO BE USED? 230 
FU. A Sy 2 200 

¥BU - A SU 4G 

FU A OAD eS 3 

aU. RESe TO BE USED? 110 
ous FBO 2.25 

au MN "SST 

oo” 66 CRO OG 

KU n&Se TO BE USED? 20 
aw ee 

av A “ou * oo 

0 Se Sees << Sr cea | 


THE ClTY COUNCIL HAS POSTPONED ITS DECISION. 
PROCEED TO ROUND 4 


ofrAtEeGY QUALITY POINTS= 60 | Decision for Round 3- The printout 
ANOTHER RUNCYES=1,NO=U0)? JV | indicates that one team (Team 2) has 
KES. GROUP 1 RES. GHOUP 2 |won more of the significant cate- 
ac6G: ~~) 13 930 - "F116 = =o -gories, while the other team (Team 1) 


END OF ROUND 3 has a larger number of Strategy 
|Quality Points. In this case, pro- 
ceed to Round 4, 





Round 4- Essentially Round 4 is a replaying of Round 3 


ENTER ISSUE NUMBER 2? 2 with one significant difference: Strategy Quality Points 
ENTER ROUND? 4 are not counted in this round. There must be a winner, 


and the winning team is the one that wins the most 
significant categories. 





TEAM 1 CPROD) 
TOTAL RESesPUBLICITY(CPBU) » SUPPOKTCSU) » KNOWLEDGEC KU)? 325550513 


TEAM 2 CCON) 
TOTAL KRESes PUBLICITY (CPBU) » SUPPORTCSU) » KNOWLEDGEC KU)? 2305110520 
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TEAM 1 CPRO) 
REMAINING RESOURCES CPBUs5UsKU) 
geo GO <1i9 


PBU RES. TO BE USED? 325 


7SU A PBL 7 SS 
rau. A -S0-% 50 
PBU- x2 -KU- Ff @& 


SU RESe TO BE USED? 6&0 













| Incorrect Number of Resource Units 
Here, Team 1 did not use the correct 
number in the support unit category 
SU X KU. In such cases the computer 
asks that the whole support section 
‘be redone. (Often the mistake oc- 
curs in converting the units.) You 
.will have to make the correction and 
input the four figures again. 


pU A: FBU 7 SO 
a7 6 A SU OP AO 
ae. he a tS 
TOTAL DOES NOT MATCH SUM OF INPUTS 
SU RESe TO BE USED? 3&0 


we A FY TOO 
ou. &* SU ¢ 40 
2 eee eee 4° Gia dee Ge 


KU RESe TO BE USED? 13 
au: A 6 FBV TU 


AG A SUT .26 
Mia- A KUT? 0 


TEAM 2 CCOND) 
REMAINING RESOURCES CPBUs 5Us KU) 
200° 4:50 =20 


PBU RESe TO BE USED? 230° 


PBU +2 >-RBU ct? B00 
FBG. 2 25 5Ue 72730 
rou A AUT 3 


SU RESe TO BE USED? 110 
SU A PBU ? 25 

SU A SU? 5 

SU X KU ? 50 





KU RESe TO BE USED? 20 


ef oe 


KO & ‘60.2%. LOO 
Bo &. SY F-0 
NUH WU. FEO 












Decision for Round 4- Round 4 is 
programmed so that there must be a 
decision. Either Team 1 wins in 

most of the significant categories 
and the proposal is approved or it 
does not and the proposal is rejected. 





— need . _ + ere eens: 


THE CiTYy COUNCIL HAS APPROVED THE PROPOSAL. 
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é 





Knowledge (#3) will be the issue @vientation 
throughout this run. 


— ENTER ISSUE NUMBER ? 3 
ENTER ROUND? 1 





TEAM 1 CPRO) 
TOTAL wnES es PUBLICITY CPBU) » S5UPPORTCSU) »KNOWLEDGEC KU)? 1100545U5100 


TEAM 2 CCON) 
TOTAL RESes PUBLICITY CPBU) s SUPPORTCSU) s KNOWLEDGEC KU)? 130UU56UU51U0U 


TEAM 1 (PRO) 

REMAINING RESOURCES (PBUsSUsKU) 
1100 450° 100 

PBU RES- TO BE USED? 4uUU 
PBU «A PBU ? 10U 

PRU  X%.-$ 7 20 

PBU xX KU ? 20 

SU RES- TO BE USED? 1u0 
SU & PBU ? 125 

SU A SU ? 25 

$0 «kK 25 

KU KES-e TO BE USED? 40 
KU A PBU ? 100 

wo & -SU 7 20 

He k MU 2-20 
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TEAM 2 CCON) 
REMAINING RESOURCES -CrPBUs SUs KU) 
1300 60U 100 


PBU RESe TO BE USED? 40U 


iG CM. UPB PU 

PB Kh. BSY..2...0 

FBG A RU 2 4V 

SU KRESe TO BE USED? 100 


aa: wk BU? 
a oom OU 
ma A UG TS 





KU RESe TO BE USED? 4vU i 


KU A PBU ? O 
Kg: x SU ? 40 
KU xX KU ? 20 


ClTY COUNCIL WILL CONSIDEK DEMAND. SY 
PROCEED TO nOUND e 

OTnMATEGY QUALITY rOINTS=-45vV 

ANOTHEI: iUNCYES=1sNO=0)? vu 

nhoe GnOUPr 1 nESe GROUP 2 

We. 350 60 ¥OU. S00 60 

END OF ROUND 1 





ENTE 15SUE NUMBER ? 3 
ENTEs HOUND? 2 | 
INPUT PREVIOUS STRATEGY WUALITY POINTS? -450 


TEAM 1 (PRO)  ) 
fOTAL RES+3PUBLICITY (PBU)» SUPPORTC SU) sKNOWLEDGE( KU)? 700» 350560 = 
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TEAM 2 (CON) | | 
TOTAL RES+3PUBLICITY(PBU) s SUPPORTC SU) »KNOWLEDGE( KU)? 900500560 


TEAM 1 (PROD 
& REMAINING RESOURCES (PBU»SU»KUD 
700 350 60 
é PBU RESe TO BE USED? 300 
PBU x PBU 2? 0 
PBU X SU 2? 0 
PBU X KU ? 30 


SU RES-e TO BE USED? 200 


oo UN PBT 
a & - ou fF 0 
au UK RE EO 


KU RESe TO BE USED? 20 


Aa ah Pee Tt 
SS KU A 6 6SU UF USO 
a A AS 


TEAM 2 (CON) 
REMAINING RESOURCES (PBUsSU»sKU) 
900 500 60 


PBU KRESe TO BE USED? 50U 
rou Xx -PBYG ft -200 
Pau 4 SU 7 6 
PRU" A RO TO 
SU RESe TO BE USED? 300 
su A 6PBU 2 750 
au A 80 7 150 
SU A BU FT 

Ba KU RESe TO BE USED? 30 
BU A PB FP ISO 


KU. X SU ? 30 
KU X KU ?,0 18 


THE CITY COUNCIL IS CONSIDERING THE PROPOSAL FAVORABLY e 
PROCEED TO KOUND 3 

STRATEGY QUALITY POINTS= 750 
ANOTHER RUNCYES=1s,NO=0)? 1 






The Printout indicates that Team 1 
has won in more significant categories 
than Team 2. The large positive 
number of Strategy Quality Points 
would also indicate that team 1 is 
using the correct strategy, 








« 
- 


ENTER ISSUE NUMBER ? 3 
ENTER kOUND? 3 
INPUT PxEVIOUS STRATEGY QUALITY POINTS? 750 
TEAM 1 CPRO) 
REMAINING RESOURCES CPBUs5UsKU) 
400 150 40 


PBU RESe TO BE USED? 400 


PBU xX PBU ? 100 ees 
PBU x =SG 7 20 
PBU xX KU ? 20 


SU RES-e TO BE USED? 150 


wee A} UPB LP B50 

a A OS TS 

eo a Re SS 

Incorrect Number of Resource Units 
Here, Team 1 tried to use more KU 
resources than it had to begin with. 

In such cases, the computer will repeat 
the question until the proper number 

of resource units is inputted. 


KU RESe TO BE: USED? 50 
KU nESe TO BE USED? 40 


Me Hh OPUS TU 

HO A. SU FSO 

Ral we PGS 2 

TOTAL DOES NOT. MATCH SUM OF INPUTS 
KU RESe TO BE USED? 40 





The error made in converting units in 
the KU X SU category required that the 
numbers in the knowledge category be 
inputted again. 


ne Ue PUT 
Ms Se tO 
MU A OR TSU 
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TEAM 2 (CON) 
REMAINING RESOURCES (PBUs SU» KU) 
400 200 30 
PBU RES- TO BE USED? 4v0 
PBU xX PBU ? 50 
PBU X SU ? 10 
te PBU xX -KU ? 30 


SU RESe TO BE USED? 20U 





° 
¢ 
we. A FEE FE S50 
ae Se Tt SU 
a A ROT SO 
KU RESe TO BE USED? 30 
Mo A PBF AA 
BU A Se E20 
Hi A RG TTY 
THE CifTy COUNCIL HAS APPROVED THE PROPOSAL. 
Decision for Round 3- The printout 
indicates that Team 1 has won more of the 
significant categories and has a positive 
number of Strategy Quality Points. If 
Team 2 wins more of the significant 
categories with a negative number of 
strategy points, the computer prints out 
"The City Council has rejected the 
proposal." 
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